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Penelitian ini bertujuan untuk merancang media pembelajaran komik berwarna 
dalam Mata Pelajaran Penerapan Sistem Radio dan Televisi  kompetensi 
keahlian Teknik Audio Video, SMKN 7 Bekasi, mengetahui tingkat kelayakan 
berdasarkan ahli materi dan media, serta pengguna (peserta didik). Penelitian 
menggunakan metode pengembangan Research and Development dengan model 
pengembangan produk 4D (Define, Design, Development, Disseminate). 
Pembuatan komik menggunakan software Comipo, tahap validasi menggunakan 
kuesioner. Data hasil penelitian dianalisis dengan menggunakan teknik 
deskriptif kuantitatif . Uji coba peserta didik yang terlaksana ada dua tahap yaitu 
uji coba perorangan (one by one learners) dan uji coba kelompok kecil (small 
grup), dan untuk uji coba lapangan (field trial) belum terlaksana karena 
keterbatasan waktu yang ada. Hasil penelitian menunjukan bahwa tingkat 
kelayakan media pembelajaran komik berwarna dalam mata pelajaran Penerapan 
Sistem Radio dan berdasarkan: (1) Ahli materi diperoleh presentase sebesar 91% 
yang termasuk kategori sangat layak; (2)Ahli media diperoleh presentase sebesar 
93% yang termasuk kategori sangat layak; (3) Peserta didik dengan uji coba 
perorangan diperoleh presentase sebesar 90,2% yang termasuk kategori sangat 
layak; (4) Peserta didik dengan uji coba kelompok kecil diperoleh presentase 
sebesar 90,6% yang termasuk kategori sangat layak. Sehingga dapat 
disimpulkan bahwa pengembangan media pembelajaran komik berwarna dalam 
Mata Pelajaran Penerapan Sistem Radio dan Televisi  yang dibuat sangat layak 
digunakan pada kompetensi dasar memahami Blok Diagram Televisi Analog 
dan Digital. 
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This study aims to design colored comic learning media in the Subjects of the 
Application of Radio and Television Systems with competency in Audio Video 
Engineering, SMKN 7 Bekasi, knowing the level of eligibility based on material 
and media experts, and users (students). The research uses the development method 
of Research and Development with the 4D product development model (Define, 
Design, Development, Disseminate). Making comics using Comipo software, the 
validation stage uses questionnaires. Research data were analyzed using 
quantitative descriptive techniques. There are two stages of student trials, namely 
individual trials (one by one learners) and small group trials, and for field trials it 
has not been carried out due to limited time available. The results showed that the 
feasibility of colored comic learning media in the subjects of Radio System 
Implementation and based on: (1) Material experts obtained a percentage of 91% 
which was included in the very feasible category; (2) media experts obtained a 
percentage of 93% which is categorized as very feasible; (3) Students with 
individual trials obtained a percentage of 90.2% which is included in the very 
feasible category; (4) Students with small group trials obtained a percentage of 
90.6% which is included in the very feasible category. So it can be concluded that 
the development of colored comic learning media in the Subjects of the Application 
of Radio and Television Systems made very feasible to be used in basic 
competencies in understanding Analog and Digital Television Diagram Blocks. 
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